Appl. No. 09/680,601 

Response to Office Action of January 8, 2004 

This listing of claims will replace all prior versions, and listings, of claims in the 
application: 

Listing of Claims: 

Claims 1 to 25 (canceled). 

Claim 26 (previously presented): A method for operating a player tease sequence in a 
gaming device under the control of a processor, said method comprising the steps of: 

(a) after accepting an input designating a player's decision to risk a known 
currently held award to try for a higher value award exchange, increasing 
said currently held award by at least one increment, wherein said 
increment is randomly determined from at least one predetermined range 
which is based on said higher value; 

(b) without revealing a determination of said player's success, enabling said 
player to input into the processor a decision to keep said increased award 
or to input into said processor a decision to risk losing said increased 
award to try for said higher value award exchange; and 

(c) ending said tease sequence if said player inputs said decision to keep 
said increased award. 

Claim 27 (original): The method of Claim 26, which includes the step of repeating steps 
(a) through (c) at least one time, each time increasing said increased award. 

Claim 28 (original): The method of Claim 26, which includes the step of repeating steps 
(a) through (c) a randomly determined number of times, each time increasing said 
increased award. 

Claim 29 (original): The method of Claim 26, which includes the step of exchanging 
said currently held award with said higher value award if said input to try for said higher 
value award exchange after step (b) is successful. 
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Claim 30 (previously presented): The method of Claim 26, which includes the step of 
exchanging said currently held award with a lower value award if the determination of 
said input designating said player's decision before step (a) is unsuccessful, and said 
player inputs said decision to try for said higher value award exchange in step (b). 

Claim 31 (original): The method of Claim 30, which includes the step of revealing said 
higher value award and said lower value award. 

Claim 32 (original): The method of Claim 26, which includes the step of revealing said 
higher value award and a lower value award if said player inputs said decision to keep 
said increased award. 

Claims 33 to 45 (canceled). 
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Claim 46 (previously presented): A method for operating an award exchange sequence 
in a gaming device, said method comprising: 

(a) enabling a player to input into a processor a decision to keep a currently 
held award or to input into the processor a decision to risk losing the 
currently held award to try for one of a plurality of other awards which 
include a higher value award than the currently held award, and wherein 
the inputted decision can produce a successful outcome or an 
unsuccessful outcome for the player in the sequence; 

(b) ending said sequence if the player inputs the decision to keep the 
currently held award; 

(c) if and after the player inputs the decision to try for one of the other awards, 
randomly determining whether the successful outcome or the 
unsuccessful outcome occurs by randomly determining if the player's 
inputted decision yields the higher value award; and 

(d) if and after the player inputs the decision to try for one of the other awards, 
performing a player tease sequence wherein the currently held award is 
increased to a value less than the average value of the other awards but 
greater than the currently held value if the unsuccessful outcome occurs. 

Claim 47 (canceled). 



4 



Appl. No. 09/680,601 

Response to Office Action of January 8, 2004 

Claim 48 (previously presented): A method for operating a gaming device under the 
control of a processor, said method comprising: 

(a) enabling a player to input a decision into the processor to keep a currently 
held award or to input a decision to risk losing the currently held award to 
try for a higher value award, and wherein the inputted decision to try for 
the higher value award can produce a successful outcome or an 
unsuccessful outcome for the player; 

(b) providing the currently held award to the player if the player inputs the 
decision to keep the currently held award; and 

(c) if and after the player inputs the decision to try for the higher value award, 
randomly determining whether the successful outcome or the 
unsuccessful outcome occurs, providing the higher value award to the 
player if the successful outcome occurs, and if said unsuccessful outcome 
occurs: 

(i) randomly determining whether to increase the currently held award 
based on a probability, 

(ii) providing an award less than the currently held award to the player 
if said determination is not to increase the currently held award, and 

(iii) if said determination is to increase the currently held award, 
increasing the currently held award and enabling the player to input 
a decision to keep the increased currently held award or to input a 
decision to risk losing the currently held award to try for the higher 
value award, providing the increased currently held award to the 
player if the player inputs the decision to keep the increased 
currently held award, and if and after the player inputs the decision 
to try for the higher value award instead of the increased currently 
held award, randomly determining whether to provide the higher 
value award to the player, and providing the higher value award or 
an award less than the increased currently held award to the player 
based on such determination. 
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Claim 49 (previously presented): A gaming device comprising: 
a currently held award; 

a plurality of other awards, wherein said plurality of other awards includes 
a higher value award than the currently held award; 
a display device; and 

a processor operable with said display device to: 

(a) enable a player to input a decision to keep the currently held award 
or to risk losing the currently held award to try for one of said plurality of other awards, 
wherein the inputted decision can produce a successful outcome or an unsuccessful 
outcome for the player, 

(b) perform a terminating event if the player inputs the decision to keep 
the currently held award; and 

(c) if and after the player inputs the decision to try for one of the other 

awards: 

(i) randomly determine whether the successful outcome or the 
unsuccessful outcome occurs by randomly determining if the player's inputted decision 
yields the higher value award, and 

(ii) perform a player tease sequence wherein the currently held 
award is increased to a value less than the average value of the other awards but 
greater than the currently held value if the unsuccessful outcome occurs. 
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Claim 50 (new): A gaming device comprising: 
a display device; and 

a processor operable with said display device, wherein after accepting an input 
designating a player's decision to risk a currently held award to try for a higher value 
award, said processor is operable to: 

(a) increase said currently held award by at least one increment to form an 
increased award, wherein said increment is randomly determined from at least one 
predetermined range which is based on said higher value award; 

(b) display said increased award to the player; 

(c) without revealing a determination of the player's success at obtaining said 
higher value award, enable the player to input a decision to keep said increased award 
or to risk losing said increased award to try for said higher value award; and 

(d) perform a terminating event if the player inputs the decision to keep the 
increased award. 

Claim 51 (new): The gaming device of Claim 50, wherein the processor is operable to 
repeat steps (a) through (d) at least one time, each time increasing the increased 
award. 

Claim 52 (new): The gaming device of Claim 50, wherein the processor is operable to 
repeat steps (a) through (d) a randomly determined number of times, each time 
increasing the increased award. 

Claim 53 (new): The gaming device of Claim 50, wherein the processor is operable to 
enable the player to exchange the currently held award with the higher value award if 
the player's decision to risk losing said increased award to try for said higher value 
award is successful. 
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Claim 54 (new): The gaming device of Claim 50, wherein the processor is operable to 
enable the player to exchange the currently held award with a lower value award if the 
player's designation to risk the currently held award to try for said higher value award is 
unsuccessful and the player inputs a decision to risk losing said increased award to try 
for said higher value award. 

Claim 55 (new): The gaming device of Claim 54, wherein .said processor is operable to 
reveal said higher value award and said lower value award. 

Claim 56 (new): The gaming device of Claim 50, wherein the processor is operable to 
reveal said higher value award and a lower value award if the player inputs the decision 
to keep said increased award. 
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Claim 57 (new) A gaming device comprising: 
a display device; and 

a processor operable with said display device to: 

(a) display a currently held award to a player; 

(b) enable the player to input a decision to keep the currently held award or to 
risk losing the currently held award to try for a higher value award, wherein the inputted 
decision to try for the higher value award can produce a successful outcome or an 
unsuccessful outcome for the player; 

(c) provide the currently held award to the player if the player inputs the 
decision to keep the currently held award; 

(d) if and after the player inputs the decision to try for the higher value award, 
randomly determine whether the successful outcome or the unsuccessful outcome 
occurs, 

(e) display and provide the higher value award to the player if the successful 
outcome occurs, and 

(f) if said unsuccessful outcome occurs: 

(i) randomly determine whether to increase the currently held award 
based on a probability, 

(ii) display and provide an award less than the currently held award to 
the player if said determination is not to increase the currently held award, and 

(iii) if said determination is to increase the currently held award, 
increase the currently held award and enable the player to input a decision to keep the 
increased currently held award or to input a decision to risk losing the currently held 
award to try for the higher value award, display and provide the increased currently held 
award to the player if the player inputs the decision to keep the increased currently held 
award, and if and after the player inputs the decision to try for the higher value award 
instead of the increased currently held award, randomly determine whether to provide 
the higher value award to the player, and display and provide the higher value award or 
an award less than the increased currently held award to the player based on such 
determination. 
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